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PURPOSE/DESCRIPTION 

i » * ■ . i ■♦<"> i : : 

Delightful stories and lull color graphics provide 1st 
and 2nd graders with carefully sequenced practice in 
the development of inferential and factual comprehension. 
Each story is followed by questions requiring the child 
to: identify DETAILS* SEQUENCE events, PREDICT 

OUTCOMES, identify MAIN IDEAS, define VOCABULARY, 
DRAW CONCLUSIONS, MAKE JUDGMENTS, recognize 
CAUSE AND EFFECT, and identify PRONOUNS. If 
a question is missed, HINTS may be given to guide the 
student to the correct answer. - • Pictures 1 delating to 
the stories- add^interestt"- hru o > wiul 



Complete diagnostic recordkeeping identifies the skill 
with which, the. child is , having .difficulty.:' All questions 
and stories are MODIFIABLE. 

This ability to modify the stories and questions serves 
one of the most important purposes of this program, 
that is, to involve the students in the writing of their 
own stories and their own comprehension questions. 
Having the students generate their own questions and 
identify the skill measured are two excellent ways 
to help them understand what is meant by comprehension. 
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GETTING STARTED 

These disks will boot on a 3.3 Disk Operating System. 

When running this program on the Apple He, the 
CAPS LOCK Key must be down at all times. On 
the Franklin ACE 1000, the LOCK key must be 
depressed. 

Put the disk in Drive //l; close the small door. 
Turn Ian your computer. If you have an Apple 1I+, 
lie, <|§g lie the disk will boot r automatically when 
you tdtfen on the computer. 1 ~ ' 

If youMf&ve an Apple II - type PR//6 and press RETURN. 
The program will load into yotir computer and run 
automatically - don’t type catalog! 

The Credits' . vrfii vani^.andi^^ wiH af&ear r 



To run a lesson, type in your* name and press RETURN. 

K 
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The next frame allows you to choose a lesson. 



You make y your . choiee. usings the 5PAGE s to 

move /acr^»4o the lesson you wisfrr Wheini the arrow 
points tcL^tne lesson you want, press RETURN. r The 
lesson will load. H 

The next frame starts with a picture representing the 
story. Note: The picture cafr be se’efh at '< any time in 
the question frames by pressing <CTRL><JP> . The student 
will then be returned to the appropriate frame. % 




The 'Instructions' for the lesson are then presented 



INSTRUCTIONS 


Read the story. 

Then answer the questions:’' 

Use the left-pointing arrow 
to read the story again. 


Press <RETURN> , 














The story -begins.* S&?o||ing ns under student control; 
(s)he presses RETURN when ready to read the next 
frame. The student can use the « — to 'back-up' and 
re-read the story at any time before answering a question. 
This is a Design Option under teacher control (see 
page 15). 



After the story has been presented, the questions begin. 
Some of the ^longer stories have been broken up into 
small segments which are then followed, by questions 
relating to that segment. The child may 'back-up' 
(by use of the ♦-) to re-read that segment, of the story 
before answering the questions. If the teacher elected 
to randomize /the questions, randomizing occurs within 
each group of questions. , ( 

If the student /ap§wers correctly, a "happy .^man's" face 
appears on the|Ji£§ete &njt a. 'cheer' 

after so many correct answers. Sound is another feature 
under teacher .control, . (see page 27), , , , t1 

If the student answers incorrectly, the incorrect answer 
is crossed out and a message appears at the bottom 
of the screen. 





If answered incorrectly the second time, the correct 
answer is shown. (The teacher can jet the" number 
of tries a student gets before the ^correct answer is 
shown (see Design Qptions explained on page 16). 

Sometimes there are HINTS for questions missed the 
first time. If answered incorrectly the first . time, this 
message appears: 



6 





The next frame will give the student a clue as to the 
correct answer. 



The student is then returned to the 1 question frame fbr " n 
another try. If you are using Hints, you will need to 
set the Design ; Option - for 'number of tries before the ' 
correct answer is -shown' to at least 2. - 1 5tll! 

An EXPLAN^riQ^J- % frame may also be used^^n a*;.* 
question hasfM^ii ;ffriissed after the sbt hurnbefe -Ctf^tribs# 
This frame toils the student the correct answer and 
exp’ains the reason for the answer. 

Reminder: The student can press <CTRLXP^ , , f 

any time during the question frames and see the 
picture accompanying the story. Using the ♦— 
before answering a question will return the student 
to the story frames. The student can terminate 
the lesson by pressing ESC when a response is called 
for. .......... ........ . 1 . 




After all the questions in the lesson have been presented 
to the student, or the lesson terminated by pressing 
the ESC key, the following screen will be shown indicating 
the number of questions answered, and the number of 
questions correct on the first try. 



The picture is shown once more; the student should 
press RETURN which will take him/her to the "Type 
your name." frame, ready for another lesson or student. 






TEACHER'S MENU 


The lessons on this disk are for the student. There 
are also programs for the teacher. These programs 
allow the teacher to "do things" to the student lessons 
on the disk. They can also be used to allow students 
to write their own stories. .« 


The Teacher's MENU of programs is accessed by using 
MENU (instead of a name) when the following screen 



<50 FREE SECT0RS> 


BO YOU WANT TO: 

!‘Vr ; . • : w -in 

/I AN LISTING J-£§SQN 

2 - CHECK STUDENT RESULTS 

3 - RUN LESSONS 

4 - CATALOG DISK 
3 - PRINT LESSONS 
6 - TURN SOUND ON/OFF 

WHICH? 


i ! ’ f i I , »* I 


The following pages will describe exactly how to use 
each of these features on the MENU. 



1 - CHANGE AN EXISTING LESSON 


You can change the text in a lesson but not the pictures 
associated with the lesson. 

First, you will need to identify the lesson you wish to 
change. The menu of lessons will be shown. Use the 
SPACE BAR to move the arrow to the lesson you wish 
to change, and press RETURN. The lesson will be loaded 
into the computer. 

The first frame presented will be the Instructions for 
that lesson. If you||wish to change the instructions, 
simply 'type over' thfe existing copy. Yotrmay enter 
9 lines of instructions. If you don't wish to change 
a particular line, just pijfss. RETURN to ^advance the 
cursor to the next lines^ ffiH#S^fii(%es^t^all ace desired, 
use the — ►to go quickly to the next frame. 

To capitalize a letter, press the w just before 
the letter to be capitalized. To make a '_' in 
a question, use the '@' sign. 


The* next frame starts the story. Again, just type over 
any. copy you wish, changed. 



The % sign indicates to the computer that no answer 
is required. The student will* see a 'Press RETURN' 
message. ; ,7 . 


After each frame you will have the option of entering 
an EXTRA FRAME! rr 7 * s 


* s 
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After the story frames have been shown, the first of 
the question frames appear.’ 



the correct answer, the skill category 

(detail) ' ' " \. (i . 

The questions are broken down by the skill taught. 
Therefore, it is necessary to code your answers so the n 1 
computer can record that information in the Students iti 
Planning (recordkeeping) file. When each student's 
record is sho\|n^: tfte breakdown "is by category Sind the 
number correct :t>ut of the number attempted in that 
category, i.e., : 

MAIN IDEA 1 OUT OF 2 

This gives the teacher an idea of : where the.^ student 
needs more work. The nine different categories, and 
their codes are: 


MAIN IDEA 

m 

DETAIL 


VOCABULARY 

v i 

SEQUENCE 

s 

CAUSE/EFFECT > j 


INFERENCE/DRAW GONC. 

i * S > 

MAKING JUDGMENTS 

j 

PREDICTING .OUTCOME . 

•Oi °:s;t t ,!.) 

PRONOUNS ^ ^ 

nr 

P I'- 



If you wish to change the question, just type over the 
existing informatloh. If not, *pre$S RETURN to advance 
the cursor to the next line or the— * to go to the next 
frame. 


After each question frame, this frame appears: 



The option allows you to enter an extra frame pertaining 
to the question. If you do not wish to add in extra 
frame, answer N> If you do, answer Y and this frame 
will appear: * 



This, allows you ,to ^enter a HINT or EXPLANATION 





A HINT frame will l^shown-te the.sfudent -after* (s)he 
misses the rv question '■ th%’ ‘first time. ’"Hint- frames are 
used to guide the student to the correct answer. Select 
1 - Enter hint frame (press RETURN) and this will appear: 



T 


^ -;r ‘i ’ " 







After entering the HINT frame and pressing RETURN, 
the computer will automatically place you at the next 
frame. 


Select 2 - Enter explanation frame. Ttys would be used 
when a hint might hot be appropriate, but you want 
to give the student fefedbatk other than 'just the answer. 
The EXPLANATION 1 ! frame! iwiil be 1 sho#n to the student 
after he has missed the question on his fast. try. (The 
number of tries is set by the teacher at the end of 
the lesson using the Design Options.) J H.' k* 



Answer is 
shown. 

You may enter 
5 lines of text. 


i 

fP 

P 

hik 





3 - Go on to ne*tfraP)d ^lp\ys the next 

consecutive frame without entering a hint or explanation 
frame for the previous frame. 


You may 4 - Re-enter previ(^ ffarh^'if you have given 
a hint frame and want to' look at the question frame 
ybu } just entered. 

Selecting 5 - End this lessen) will take you to the DESIGN 
OPTIONS for thb lesson you have just changed. ■ f You 
may also ’ENID' the lesson (stop making Changes) on 
any frame by typing END on the first line of the following 
frame. It will not disturb that particular frame when 
it is shown to the student. 


After ending the lessffi ^y qu will be asked to enter 
or change the concept ’ * 

CONCEPTtCOMPREHENSION - LEVEL 3.1 

Unless you are completely re-writing the lesson, you 
may want to leave the concept which is already listed. 
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Design Options ■ . ,?' v 

The first of the Design Options for this particular lesson 
will be presented for change: 



9E§!Gn_options_ 

or it _ •• 

, OP. YOU WANT iTHf QUESTIONS AFTER THE 
SJORY. TO ,BE PRESENTED IN A RANDOM 
ORDER OR THE; SEJ0UENT IAL ORDER IN , 

•Which they wpre Entered? 

ENTER ’R' OR 'S’ =$'[§J 


For instructional 
( lessons that are ’ ’ 
careifully sequenced,^ 
you would want thern 
presented in the same 
order? For dfrijl . « r 
or tests,, you may 
want Random order. 


■i i :>f! 


b J > <i~ 







If you are using 
the hint option 
you will need at 
least 2 tries. 


5 • : '• i ij . j <i! ! ! • 

.yf; . 

The following ''Student Safeguards" allow you to set 
the criteria upon which the computer will branch to 
the end of the lesson. It is the philosophy of the teachers 
who designed this disk that if a lesson is too easy or 
too difficult, the computer should terminate the lesson. 
The TEACHER should make the new prescription. 



The next question relates to the abdvd decision. 
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You will need to skip at least some frames. If you 
don't, the lesson will terminate on the first frame if 
there is an error (0% being below any % thjp you set 
in the previous step). • ....-,*1 ; 



If there is a variety of skills taught or reviewed in one 
lesson, you may want the student to complete all the 
work no matter how well he/she does on the first 10. 
If so, change to 25 or the number of problems in a lesson. 


Note: By using the random order option and the Design 

Options, this disk was designed to allow ybu to dreate 
a modifiable item pool. Rather than drawing a specific ; 
number of items, the items will be used until the student 
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meets the criteria you specified (in terms of the number 
of items in a row correct). 

This type of criteria was considered preferable to a 
% because it takes into account the fact that the child 
may do poorly in the beginning but learn the concept 
during the lesson and begin to answer all items correctly. 


The student safe- 
guards do not apply 
to these questions. 
The author assumed 
the teacher would 
want all missed 
items reviewed. 



DESIGN OPTIONS 


WHEN THE QUESTIONS ARE PRESENTED 
AGAIN, HOW MANY TRIES WOULD YOU 
LIKE TO GIVE THE STUDENT BEFORE 
THE CORRECT ANSWER IS DISPLAYED? 

ENTER A NUMBER FROM 1 TO 9 ==> Q 






After all the Design Options have been set, you will 
be asked if you want to: 

SAVE THIS LESSON? (Y/N) 

If you wish the lesson saved with all the changes, answer 
Y. If you've changed your mind, answer N and the ' 
lesson will be saved just as it was originally, without 
any changes. v 

You are then given the chance to change the LESSON 
NAME, if desired. 



2 - CHECK STUDENT RESUJLTS 

As a student works through a lesson, the errors that 
he/she makes Stud^Qj^. Planwpg (record- 

keeping) file. To see this file, bring up Ihe. Teacher's 
MENU: 


vn. 



and select 2 - (Sheck student results. The fTrfti frame 
to appear is: ^ 


Type N ‘if ybu : Want to see the file, ahd not delete J it; 
Y if you Warft to' completely erase all student records. 


Press RETURN. 


mW : ) ... 
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see 


If you answered N, indicating you would like to 
the file and not erase it, this frame will appear: 



If you choose 1 - SEE ALL STUDENTS, the computer 
asks: : '■/- 



■1 i 5 ; ■ ; t j!-1 }-, 

If Y, it will ask for the slot number. It will usually 
be ( 7 ) or 2. If you're not sure, turn off the computer, 
take off the cover, and check. Type the slot number 
and the .records fpr all the students will be printecj. 
(You may stop the printout, or display, by pressing ESCl) 


If you replied N, you are not using a printer, the results 
will be displayed on the screen. Scrolling of results 
is under teacher control. 




If you only want to see some of the students, select 
2 - SEE SOME STUDENTS and press RETURN. This 
frame appears: 



As you select Igijjb; 
to view, you wii> 
name) of the s 



,>want 
& the 


The cdrhputer' keeps 
a running taYlyon 
the number of .students 
you have selected. 




Type the number of the studept ^ou want , records on 
and press 'RETURN. ' For example: ' If ' y6u ‘typfe' 2, tHe 
lesson name ’and student name wm appear at the bottom 
of the f rartie.v This is a check* * Press 1 RETURN if that 
is the student you wish to see. This gives you a chance 
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to change your mind and enter N if you don't want 
to see that particular student. 1 ' • 





Continue selecting students whose records you Want 
to see. When you are done entering student 1 numbers, 
type END (in place of another number). The following 
frame will appear: I ^ 



If you type the records will come up on itlie ! monitor. 
If you type you. will asked: 



It will usually! be(J) or 2, y if,, you're not r supe» t^<e. off , 
the coyer and! check the lo<;etion ..of yours printer card... 
The printout or' idisplay will be in the . following fprmat: 




Respond as desired. 

The JpSG rkej&? mayr -be pressed at any time ? to terminate 
display or printout of studefnt results. A maximum of 


50 student records can^l^stolled JALtftffiS'Studeilf Plari'ning 
file before it must be emptied. To empty the file, 
answer the question .at . the emd of ithe display/ 

printout, u or use ^, option 4 from «> the Student/ Planning 
Menu n Delete, alls students. . ( .,y . 


5.'; u: 


Ol i • 


\'s 


H 1 ' 


?ii U:>i c i uwn".. 




This allows you to see or print out a summary of records 
for the entire group of students, using this disk. The 
summary is in the following format: 



The printout of the Student Summary will include more 
information than you see on the screen. The printout 
includes the number correct put of the number of questions 
and the Lesson Concept. h i: i a 


5lilQtNI_N_AME_ Lesson, isi.iry le sson conc ept 

TIM CARS 1 75% (9/12) COMPREHENSION/- 

■' • . • * _ e &&?■'*- < V; 
l ^ jt ^ - ; 


4 - DELETE ALL STUDENTS 


1 / 


LEVEL 3.1 


If you. want 'to; clear all your 'fecords,^ use this option. 

. -r ;? >. :\>t to ujotnii-.j * 

5 - DELETE INDIVIDUAL STUDENTS ur u- 

I -«ni '•/ i . | # t * -> / > i .l.yii *u i .•! .m ' i i . I *» 

A number >*0f teadiers ‘-have asked fqr this option. ‘This 
is most- valuable when several teachers are* using ! the 
same disk. This allows you to 'prin«>%h&q^e&nrd§ , of : jufct- 
a few of your students and then erase only those selected 
records from the file. The procedure is the same as 
"See some students" from the Student Planning menu. 



3 - RUN LESSONS 

;'-,'u\/,v, Cil' ■' . ll . 

See pages 2-8 for an explanation of how to run lessons. . 

4 - CATALOG DISK 

This file holds the Jist oi ; alJLlessons on. the disk. This 

5 - PRINT LESSONS 

This allows you to print out the lessons on this disk. 
The first frame, to appear: 

£, 

V*f; 


f. • . ‘ 


You will then be shown the list of lessons. Use the 
SPACE BAR to move the arrow to the lesson you wish 
printed and press RETURN. You will then be asked 
for the PRINTER SLOT number. Enter the number 
and press RETURN. The lesson chosen will then be 
printed. 

When the printout is completed you will be asked: 

DO ANOTHER ONE? (Y/N) 




Respond as desired 




6 - TURN SOUND ON/OFF 

This allows you to have sound accompany the lesson 
or turn if off. * 



After making your- selection and pressing RETURN, 
you will be returned to the Teacher's M'ENU»" 
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CREDITS 


* Graphics routines from Penguin, Jpftwar^' 4, ‘ 
and Graphics Magician® werefT Written 
by Mark Pefczarski, Steven v Meuse, 

, David anjd Chris Jodhumson •• ’i 

% and atte Copyrighted 1984 by- Penguin 
; f| Software. ;•» Ino* ^Afl .rights fif<erved. ,M!:: ' : -' 
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This disk uses '-a? high-speed® operating ■■• v ^ : ':v •* 
system, Diversi-DOS 1 *"; which^ licensed 
for ’use with tfus program" '-dnly.'^^To 1 

legally use Divensi-DOS, Send $30.00 ’• 

1 •» directly to DSR, Ind*, 58^8 Crampt<m ' . 

Ct,, 1 Rockford, IL <€1111." You will ■";?& 

* receive a Diversi-DOS disk and docu- i, 

4 i ~ i -‘ '* •* mentation. 


The very large upper/lower case alphabet 
was developed by and used with permission 
'Of! =«..>: . . : K. 

mEcc 

2520 Broadway Dr, 

* Lauderdale, MN 55113 


*Penguirt Software is a trademark of Penguin Software, Inc. 

Graphics Magician Is a registered^fa#maTk of Penguin Software, Inc. 



SUGGESTIONS FOR USE 


Read the stories together in small groups, using the 
computer as an electronic blackboard. Talk about 
the Questions. Ask students to think of another question 
that measures the same skill,., i , . r . 

If you have a Compdter Center ffak, let each reading 
group make up new questions for ^Jhe If you 

have only one disk, let each- reading group work with 
a different story- You catn ; ,always generate the original 
stories and questions from your back-up disk. 

For children who are having difficulty, let them work 
independently only after you've worked with them in 
a small group. If this is not possible, pair children 
together- so th^t-one^can help the, other. •!>. -$>•*-.' \ 

Letting . ehildrqoouse their» own names , in the stories 
and make . .tip new'iendingsi encourages: i creative thinking 
and increases the "motivational’! lvalue, of* this program. 



KITTENS, KIDS. AND 

AFI<OG 



Building Comprehension I 


Full color graphics and 
interesting stories provide 
practice in developing in- 
ferential and factual com- 
prehension skills. All qu 
and stories are modifiable. 
Complete diagnostic recordkeep- 
ing. Children can build their own 
stories and questions. Grades 1-2 


About the Author — 

Janet Goldman has been teaching in the 
primary grades for over 30 years. She is 
certified to teach Learning Disabled as well 
as Emotionally and Socially Disadvantag- 
ed, and is currently finishing her Masters 
in Reading. For the last ten years, she has 
been teaching in the Blue Island School 
District (Chicago suburb), and has been in- 
strumental in the design of the curriculum 
for Headmaster Ltd. of Hazelcrest, Illinois. 
Janet is considered a pioneer in the field 
of computer-assisted instruction. 


Graphics routines from ‘Penguin 
Software™ and Graphics 
Magician 1 "' were written by Mark 
Pelczarski, Steven Meuse, David 
Lubar, and Chris Jochumson and 
are copyrighted 1984 by Penguin 
Software, Inc. All rights reserved. 


Penguin Software is a trademark of 
Penguin Software, Inc. 

Graphics Magician is a registered trademark of Penguin 
Software, Inc. 

Hartley’ 

Courseware, Inc. DIMONDALE, Ml 48821 



10-20 


